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EASTERN U. S. 
CHAMPIONSHIP 


C.S. Shen Defeats Matsuda 


in Final Round 


THE GO CHAMPIONSHIP of the Eastern 
United States has been won by C. 8. 
Shen, of Washington, D. C. Mr. Shen 
won this title on June llth by defeat-~- 
ing Takao Matsuda in the final round 
of the tournament held at the Nippon 
Club of New York City. 

Mr. Shen, a 5th Dan player, won the 
right to play Mr. Matsuda by taking 
first place in the preliminary tourna- 
ment conducted at the Nippon Club on 
May 7th and 15th. A graduate student 
at the University of Maryland, he 
plans to complete work for his doctor- 
ate next year. 

The first part of the tournament 
was open to all players below 4th Dan; 
the standings in this section, follow- 


ing the tle-breaking system introduced, 


are given below: 

Score Points 
lst 
end 
3-4 
3-4 
5th 


Dr. Robert Ryder 
R.A.MeCallister 
Edward Andrelos 
Marvin Silverberg 
Dr. Ralph Fox 

6th H. Ishizuka 

7th Harry Gonshor 

8. Teddy Feldman 

9. L. Watson 
1O. Dr. Edward Lasker 
11. Norbert Jay,Jr. 
12-13 Micah Feldman 
12-13 Deborah Osborne 
14. Kurt Gibson 


eee 


" ' 3 
WrhoMmMmM MPM NDMOrFPKRH FF O 


MOMmOANOWW DAMMW © 


Orr 
> LOW 


July, 1960 


On May 15th the second part of the 
tournament was held between some 
top players in the first part and the 
seeded players with the following re- 
sults: | | 


.Score Points 
Ls C. 5S. Shen 4-0 8 
2, Kihong Sung 3-1 #810 
ce Ishikawa 3-1 8 
4. R. Ryder 3-1 7 
ar Roger Newlander 2-2 12 
6. H. Ishizuka 2-2 #611 
ts E. Andrelos 2-2 9 
8. K. Takashima 2-2 8 
9-10 H. Hayakawa 2-2 6 
10-9 K. Nishiyama 2-2 6 
Lis M. Yamashita — 1-3 9 
12. MM. Horiguchi 1-3 8 
13. #R. A. McCallister 1-3 6 
14. MM. Silverberg 0-4 6 


For the second part tournament a. 
playoff was heid to break the tie for 
2nd, 3rd, and 4th places. Mr. Ishi- 
kawa gained second place and Mr. Sung 
third place as a result of this. 

It should be noted that all of the 
above games were played on even terms 
with a komi of 4 1/2 points added to 
white's score. 


On Saturday, June llth Mr. Shen met 
Mr Takao Matsuda in the finals, which 
were conducted as a three game match. 
In the first game after a bitter fight 
Mr. Shen playing the white stones won 
the game by 11/2 points. In the next 
game after 4 very strong opening Mr. 
Matsuda adopted a very conservative 
line of play which allowed Mr. Shen to 
pull up even. Then on the 216th play 
Mr. Matsuda blundered and resigned. An 
analysis of the game from this point 
indicated that Matsuda had a probable 
win by 1/2 point. 
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TWO-STONE 
HANDICAP FUSEKI 


By Minoru Kitani, 9th Dan 


~ 


Game V 


This game differs from Game IV at 
°7. This play allows white an easier 


game and the opportunity for more vari- 


ations. : 
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"8. It is almost an absolute must 
to close up fully against a large 
knight's formation in the corner. 
ever for this game the rule may be 
qualified as far as the right side is 
concerned. 
tended from °3 the possibility of his 
creating a large sphere of influence 
on the Ppight side is to a certain ex- 
tent eliminated. So in this case it 
is permissable-for black to play safe 
with a play at R7 in figure l. 
°1, figure 1, is conservative and 


How=- 


Since white has already ex- 


results in a desirable shape, but is 
does not affect the corner, and white 
may play elsewhere. After °5 white 
may play at sither a or b. It should 
be noted that black's extension on the 
right is narrow and a shoulder push at 
&® is justified. If the black form- 
ation was three lines apart the push 
at a would be unthinkable. 
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Figure 1 


°9 is a play, which recently has 
come into use. The idea is to rein- 
force the weak point of the ogeima 
shimari (white's position in the lower 
right) by means of a strong invasion 
rather than a conservative defensive 
measure, Many complicated variations 
can follow. 

If °9 is played other than at R8, 
the play at °1, figure 2 is correct. 
White should answer at °2. For white 
to try to keep sente by the play of 
figure 3 would be poor because of-the 
resulting strong black formation. 


The standard means of. answering °8 
is °9-P5. Black has many ways of 
countering this. One excellent way is 
the jump to °10-P10, which looks to 
the center. | 
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°2 of figure 4 is a good play. °3 
allows. 


is forced and this black to 


consolidate with °4. 
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MNOPQRST 
Figure 4 


The most common response to “1 is 
the jump touch at °2, figure 5. °4 is 
&® critical play. After °8 white's 
next play in this region is limited to 
an extension one line to the left of 


white 3. 
If white plays at °1, figure 6, 
then °2 is a strong play. This is 


good as black has the possibility of 
&@ play at Q4 after connecting at Q6. 
This threat restrains white from cut- 
ting one line to the right of °2. 
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Figure 5 


MNOPQR-‘ST 
Figure 6 
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When white adopts the simple 
of °l figure 7, black forces °3 and °5 | 
by °2 and °4 and then black jumps to 
°6. If black should jump to P-6 at °2 
then white would play °3=-S6, °4-87, 
which leaves a potential cut. point at 
R7 and this line is favorable for 
white, | 

In reply to white's aggressive play 
at °2, figure 8, black 3-7 has long. 
been a standard form. Following this 
white may jump to °8-P8 and black then 
would answer with °9-P10. Black can 
then play at R5 to stabilize his po- 
sition. Against the white formation 
around R4 a black stone at R5 is a 
strong play. 
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Figure 8 


In figure 9 °7 R5 is played instead 
of °7 of figure 8. White should then 
at once attack by seizing the vital 
point at P6 and black has a poor po- 
sition. Black should always first 
jump out to P6é. 

Black may consider the upper right 
side more important and respond to 
white's invasion at R8& by immediately 
jumping out to P10. White's best re- 
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Figure 9 - Figure 10 


ply is probably at Q7, which is shown 
in figure 10. Black obtains adequate 
compensation by securing territory in 
the corner. This procedure has almost 
become a joseki. . 

The variation of figure l1 may be 
played instesd of figure 8. °7 is 
a forced play. The cut at °11 is good 
play. Following °11 white may play on 
either side. Play on the left side is 
shown in figures 12 and 13, while play 
on the right side is shown in main 
game diagram. In figure 12 after “°l 
black plays at R5 and has~ sente to 
play at °4-P10. 
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Figure 12 


Figure il 


Instead of °3 figure 12, white may 
play at °l, figure 13. After °7 black 
may play at either T6 or TY forcing 
white to answer or die. In view of 
this the position is very unfavorable 
for white. 

Figure 14 shows a jump to P10 in 
Place of °20 of the main line. This 
allows white the diagonal play at N4. 
The difference between this figure and 
the main line. where black has forced 
white into alow position is great, 
but in partial compensation black has 
gained in influence along the upper 
right side. If white plays °4-N8, the 
variation °5-N3, °6-02, °7-04 would 
follow. — - 8 

°27 of the main line is 
play in this position. 

The main line leaves some uneasi- 
ness onthe:part of black due to the 
fact that there is room for a white 
invasion ata, Q14. 


the usual 
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Figure 13 Figure 14 
°31 is an important point, and if 


white should play elsewhere, black 
should immediately seize this point. 

°33 is a vital point greatly effect- 
ing the influence in the center. If 
white plays at J4, then black would 
reply at M9, so this is a vital point 
for both sides. 

*38 at b, O12 would not be consis- 
tent with the overall position. 

After °42 white might very well try 
the invasion st a and this should make 
a difficult game for black. Black's 
troubles result from the play around 
°24, N4. From the start white's game 
has been less stressed than in the 
previous games. 


GAME VI 
°4, This flanking Play has been 
used for a long time. : 
°5. White played this to avoid the 
line of figure 1. In figure 1 after 
fg white may Play at K15 to avoid a 
black play at the point to the left of 
6. Following K15 should jump two 
lines to the right of °5 at M16. 
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°8 is the most important point in 
this formation. Black next plans to 
close up against the formation in the 
lower right hand corner. 


ABCDEFGHAJI KL 


°9. If this is played at R7 black 
should answer at °2 of figure 2 and 
not from the direction of 9s. Close 


attention should be payed to the cor- 


rect direction of play. Black's plan 
is to attack white starting with a 
diagonal play at b and then to inclose 
the upperside. Should black also be 
able to play at c, his sphere of in- 
fluence will be enlarged and his po- 
sition will become very formidable. 
In the past the variation shown in 


figure 3 was frequently played in re- 


sponse to °9. 
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Figure 2 


Figure 3 


°12 may also be played to separate 
the white stones as shown in figure 4. 

°17. White has invaded the upper 
right corner and maintained sente to' 
make the long desired play at R7. 
White's plan is to challenge black 
sharply by separating the black groups 
on the upper side. by playing directly 
above 16 of the main line. However, 
since white has weak stones in the 
upper left hand corner, he cannot hope 
for a successful.cut by prematurely 
playing above 16... . 


Page 21 _ 


, ee oe 
Ke NY WwW BPMN AW «a3 CO OO O KB WV WH Hh WN BW AI CO W/O 


JKLMNOPQRST. 


Figure 4. 


°18 and the following plays are 
natural at this stage of the game. If 
white does not like the development in 
the upper left corner he cannot do 
other than to stabilize the corner as 
shown in figure 5 instead of playing 
°17 +of the main line. But then he 
must be prepared for. a full close up 
by black at R6 following °5, fig. 5. 
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Figure 6 


Figure 5 


°19 might. also be played at °1 fig. 

6. After white 7 black has the eye 
destroying play at F18. Black's po- 
sition is good. 
°23. %$If black immediately plays at 
°1, figure 7 his attack will fail as a 
result’’of -°8. White then threatens a 
play at N16, which menaces the black 
&long the upper side. 
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°24 is played high- to provide a 
suitable point from which to close up 
to °30. This play also prepares for 
the fight into the center which will 
start with °1, figure 8. °1 and °3 of 
figure 8 are strong plays and black 
must be very careful. Checking at °4 
and pushing out at 6 makes one think 
that black hag good chances. However, 
after °9 black's position assumes a 
shape where one false step may mean 
disaster for black. 


Figure 7 


In view of the above the best line 
for black is shown in figure 9. Black 
first stabilizes the right side and 
then should be able to easily safe- 
guard the upper side. After °3 white 
may attack at J15, but black should 
have no worries after a play at K15. 
Black also threatens a play at S17. 

Perhaps white must be satisfied 
with the approach at J15 shown in fig. 
10. After °2 the white group on the 
upper left is so weak that very con- 
servative measures must be taken. 
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Figure 9 


(continued on page 27) 


HONINBO TITLE MATCH: 


KITANI VS. 


This is the 6th game of the 1959 
Honinbo Title match Between Takagawa 
and Kitani and was played on August 
5th and 6th 1959. At the time of this 
game the score was 3 to 2 in favor of 
Takagawa so by winning this game Taka-~ 
gawa set the amazing record of Winning 
the professional Go championship for 
the eight successive time. White re- 
ceived..a..komi of 4-1/2 points. Com- 
ments are by Takagawa, who played the 
black stones. 
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Black White Black White 
1 Q16n e DLT 19 D115 20 B16 
5 D3n 4 R4 Cl Dlén 22 R14 
5 Clem 6 (5 23 016 24 816 
~ C9 8 D4 fou ee a | 26 R11 


o iS LO C3 ef N3n 23 J4n 
LL Oe Le oo 29 J3 30 H4 
13 H3n 14 P3 31 F4 36 5 
15 Gl7n 16 E16 335 G4 34 N4 
17 Ki7n 168 Cl6n 35 M4 36 N5 

3f 03 33 P4 


TAKAGAWA 


Figure 2 is 


°1-°3. Black has played this line 
several times lately. The variation 
currently popular is to play °3 at D4; 
which is called "Tasuki." °3-D3 gives 
white the option of Figure 1, where 
white attacks the lower left corner 
and black counters by playing in the 
Lower right hand corner, 

ABCDEFGHJKLMNOPOQOR S-T 


— pt 
Mm OO a3 CG OO 


— 
af 


Se = = 
=e NY W SPM DW a1 © O O KR YB W 


ABCDEFGHJ KLMNOPQRST 
Figure 1 


=e NY WY SPN DW ~y CO 


"5 is a good play. On the left 
side after °6 black and white have 
each ‘played on similar points and in 
such a position the first player has 
the advantage. 

°13. This may also be played at 
F5. However, H3 is a solid and quiet 
play, which allows black to turn to 
other parts of the board. The linevof 
an aggressive variation, 
which white must answer at °2, °3-°5 
inclose the whit. group with sente, 
but a white play at a is good play. In 
Figure 3 black plays to build a, 
large territory in the center. 
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°15 is correct since black played 
13 at H3. °15-H16 would not be right 
in this position, 

"17. A standard extension. If oat 
at D13 to protect the side then "is; 
"19, and °20, Black need not fear a 
white invasion on the left side as he 
has the variation shown in Figure 4, 
which gives black sente for the attack 
at °18, 

°18-C16 is correct. White might 
Play the line of Figure 5, but this is 
incorrect since the strong white for- 
mation is countered by the strong 
black position on the upper side. 

"21. A play at R10 could be very 
good at -this point, but black played 
safe at DLl2 to protect against an in- 
vasion on the.left side. 
°27, A play at B15 would be good, 
but the lower side is more important 
at this stage of the game. 
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Figure 4 Figure 5 

°28-°32 are fine plays, which allow 
white to play the variations of Figure 
6 or 7 later in the game. After the 
game Mr. Kitani commented that °28-N4 
would have been better, and then after 
Figure 8 a play at a would be good. 
It is difficult to say which is best. 
The white invasion of Figure 9 is not 
good play. 
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°39 correct time for this shoulder 
attack, The variation through °45 is 
& standard line gs is the variation of 
Figure 10. However, the main line is 
better as it strengthens white for a 
later attack against the black stones 
in-the upper right corner, 


Figure 10 Higure 11 
"46 was played to test black'ts 
answer, 


"50 is a good play, but °50-M1l ana 
the variation of Figure 11 looks best, 
After °50 black couldn't find a good 
response on the left side and sO made 
the play at Q14, 

OOO 
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White 


Black White Black ., 
39 Qlon 40 R10 57 L16. 58 O17 
41 Q9 42 Qll 59 P17n -.60-N16 
43 O10 44 Pil 61 018 62° N18 
45 N8 46 M3n 63 N17 ~64-09n 
47 M2 4813 65N9 £66 O17 
49 Le 50 Bl5n 67 P6 68 015 
51 Q14 52 Ml7n 69 N17. 7O CLL 
53 Rid5n . 54 315 TL Olfn Te Dil —- 
Se FL 56 $14 
1o6lSeLk 
\ ae | 
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Figure 12 Figure 13 
°52. White spent 80 minutes on 


This is a 
completely unex- 


this uchikomi (invasion). 
bold play and was 
pected by black. | 

"53. Poor play. This should have 
been played at the point of °55 and 
followed up with the line of Figures 
le and 13. In Figure 13 white lives 
with °1 through 15. °4 of Figure 13 
is good play as this makes possible 
the variation shown in Figure 14, and 
not only are the stones around °6 dead 
but also the white group on the side 
ls weakened. | 

Black played at °53 with the in- 
tention of following up with the line 
of Figure 15, where white can live 
only if he wins the ko fight and this 
ko fight is good for black. However, 
later black discovered that white 
could play as shown in Figure 16 and 
therefore played at °61 of the main 
line instead of at °l Figure 15, 
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°59. If black plays instead at N16 


then the variation of Figure 17 and 
white can save these stones with play 
Similar to Figure 13. In Figure 18 
black plays at °1 instead of at °5 


Figure 18 and as a result the black 
stones in the corner die. 
°64. Questionable play as this 


strengthens the black stones and makes 
"67 a good play. °70 instead would be 
better, 
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Figure 18 


°71. Black ended the ko fight as 
there are many threats along the side. 


Black White Black White 
73 Pe 74 P5n 99 C12 100 Blen 
75 P13 76 813.101 Flin 102 F6n 


(f Qe 78 Q@6 103 J10n 104 KIO 


{9 O11 80 J16 105 KQ9 105 L1O 
81 G15n 82 J17 107 Jlin 108 Kill 
83 K18 84 Jl4n 109 L1i3n 110 L9 
85 J18 “86 E9n 111 J9 112 Le 
S7 Gis 86 145 -113 iid 114 Mle 
89 Kl5n 90 Kil4n 115 N13 116 012 


Q1-K16. 92 J12 117 N12 £118 Pie 
03 F7J. 94 E7 119 G6 120 G7 
95,E6> 96 E8 121 M6 122 G5 
O7-HEY™ O8 BLO  123-K7 124, Gid 
°74, If white plays ‘this at the 
point of °77 black would reply at 04. 
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White might play the variation of Fig. 
19 and could play elsewhere after °2, 
In Figure 20 °l is played in place of 
°73 of the main line. After °77 to 
°79 the game looks good for black. 

°81 would usually be played at J17 
and white would answer at G16. This 
is shown in Figure 21, where black 
plays at °3 to save the lone stone on 
the side. Even this line is not bad 
for black. Mr. Kitani commented that 
°80 should have been played at °81 and 
then black would have answered at F&. 

°84 is not good as it easy for 
black to make the connection at °85. 
White should have played the line of 
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Figure 22, 
°86. Good play. 
°89. If black played at M15 white 


would have an easy time to make eyes. 
In Figure 23 if black plays elsewhere 
on °3 white has a ko with °4-°8, 

"100,. White would like to play at 
the point of 101, but then black would 
answer at Bil. 
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"102, A white play at the point of 

°103 would safeguard the white groups 

in the center, but then black would 


have more territory end should win the. 


game. Therefore white played at °102 
to gain more territory on the side and 
took a chance with the center eroups,. 

"103. An important point to attack 
the white stones, 

°109. A vital point, which with 
"113 captures the white group in the 
center, The plays at °114, 116 and 
118 are strange as they let black take 
sente to complete the capture of the 
center groups, After this capture the 
game is lost and white resigned after 
the play at °227. 
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Two-Stone Handicap. Fuseki © 
(continued from page 23)-_ | 


"25 and the following plays are a 
normal exchange of moves. 

°30 ends the fuseki stage of the 
game. This is apt to be a very quiet 
game and rather free of pressure. The 
only uneasy point for black is at N16. 
Therefore black should play as soon as 
possible at S17, which protects the 
right side, and supplement this by a 
play in the vicinity of J15. Black 
should have a winning game. 
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<> ANNOUNCEMENT 


As of this issue of the Journal, we 


announce the termination of our offer 
of a copy of the Anthology to each new 
subscriber. a; : 
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7 Diagram 1-C. The same point whose 
GO PROVERBS occupation permits white to live uncon- 
ditionally is also the urgent point 
| for black. If °2 were played. at D-2, 
ILLUSTRATED AND EXPLAINED black at E-1 would mean the death of 
the white group. Therefore white must 
play at E-l to cut off the black in- 
vader, but °3 and °5 put two white 


stones in "atari", and thus destroy 
one of white's two eyes. 


"THE ENEMY'S KEY PLAY IS MY OWN 
KEY PLAY" 


BN Ww kW DW Aa 


Diagram 1-A. In this "semeai" 
fight in the corner, °l is played dir- Diagram 1-D. This is an easy prob- 
ectly against the black stone, and af- lem. If white simply plays at a, then 
ter °2, °3, white has won the struggle. the sequence; °b, °c, °d, results in 

If this play were made at B-3, and white's death. 
black could follow with °2 at B-2, 
leaving the cutting point at a, then 
white instead would lose. 

The discovery of this play with °1, 
and the realization that the enemy 
should be prevented from playing at 
that key point, is an example of the 
proverb that "the enemy's key point is ABCDEFGH)JKLM 
my own key point". 
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Diagram 1-E. To advance one step 
farther immediately with °1 is some- 
thing that might not occur to a begin- 
ner, but it was to prevent white's oc- 
cupation of,this key point that black 
played there in the preceding diagram. 
There is nothing black can do but play 
°2 as shown here, and white can make a 
. , Diagram 1-B. If black attacks with live group with no trouble at all in 
“.& squeeze play at a, white can prevent the sequence up to °7. 

him from killing his group by playing | . 
at b. ee 


c= vy WY PMN DW ay @ 


aes? Seam 


i a eee. ee ~ © 2 2 
Pn WwW kN A 


ABCDEEFGHJKL 
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Diagram 1-F. If black plays at a, 


Diagram 1-I, °1 is played at the 


white replies at b, obtaining the "comb- key point. If black plays °2 as shown, 


formation", which is alive. I suppose 
the reader understands which point is 
more urgent than this. 


Se HY Ww BB wT aA 


(°11 is 
Black begins with the exchange: 
°1-F2, °2-F1, thus destroying one of 


Diagram 1-G. played at 


B-1). 


white's eyes, and then turns to the 
white key point and plays at C-l. If 
white pushes on with °4 B2, black 
checks him with °5 A2, and in the se- 
quence which follows up to °9,he kills 
the white group by making its second 
eye a false one. 


Lt gmt ttt ty 
|_| Tae@ae || | 
ga | 


mp ry WwW BN A 


Diagram 1-H. If white plays under 
at a, black will play at b, and white 
then has no time left to make another 
eye with a play at c. How then should 
white play? 


=a MM WH SP WN AW axa C OO 
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white lives by playing underneath with 
°3 and vice-versa. a 


= NH Ww eR WM AO ay COC 


Diagram 1-J. The usual idea here 
would be for black to play at a, but 
white could then forma live group 
with the sequence: °b, °c, °d. 


mB YY WY BR MN Ww «~y CO 


Diagram 1-K, °1 is pushed out to 
C-3 to avoid producing the ko which 
would result if this play were simply 
used at B-1 and °2 were played at C-3. 
After °5, if white plays at a (captur- 
ing two), black re-takes the white 
stone and the white group can no long- 
er live. The key point here is B-l. 


pe NW BN DW «aa 


Diagram 1-L. White attacked with 
°1 A2, intending to live in the cor- 
ner, but the extension with °2 gives 
him @ tough proposition to handle. How 
would you play after °4? 


: 
= 
Ere 


ABCDEFGHJ KL 


Diagram 1-M. If °5 were used at 
& to capture the two black stones, °6 


Kl would kill the white group. This 
is the key point for both players. 
When °6 captured the two white stones 


it was good play for white to live by 


retreating to D-2 with °7. 


2 
tel tolgh nae ad 
Old 


ABCDEFGHJXK 


Diagram 1-N. 
ced problem and it-is 


tion of the proverb that the 
key point is my own key point. 


If white has sente, where should he 


play? 


‘eh be GF ce Ga BK 


Please 


Diagram 1-0. 
white:.must begin by 


formation with °l at B-3.. 
could live if he played at B-l, 
that point is an urgent play. 


solidfying his 


This is a very advan- 
most difficult 
in this case to arrive at the applica- 
enemy's 


confirm that 


Since white 
"4 gt 


Diagram 1-P. (°10 and °12 were 
Played at C-1). Continuing from the 
preceding diagram, if °5 checks black 
at C-1, white has only fallen into 
black's trap. White expects to capture 
the group of four black stones, but 
when he does so with “°11, black at 
once plays into the center of white's 
eye space with °12 at C-l. 


* 
Gief SE 


eye Ww FN DW xa. © 


>| 


Diagram 1-Q. The key point is at 
D-1 where °5 is played. If black 
seizes this point the white group 


The sequence shown here up to 
ina seki. If °6 were 
could get a live 


die. 
°10 results 
played at C-1, white 
group by playing F-l. 
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"AGAINST A SYMMETRICAL FORMATION, 
: PLAY AT THE CENTER" 


Where a formation has the same con- 
figuration of stones to the left and 
to the right, a play at the center ig 
the: only efficient course; at the 
same time, it permits the following 
Play to be made at one of two equival- 
ent points either to the right or left 
in short, the proverb means that this 
situation gives rise to the possibili- 
ty of two efficient plays in succes- 
sion---one in the center, and one on 
the left or right. | 

Diagram  e2-A. This formation is 
known as "Iwami Jutaro's Prison Break" 
(named for a famous samurai whom some 
say really existed). °1 shown here is 
the only play which will save the five 
white stones. below it---a startling 
example of the effects of playing at 
the center of a symmetrical formation. 


moN WY kM Da. @ 0 


Diagram 2-C. The result of the cur- 
ious "tesuji" with °l1 is that if black 
plays *2 at H-5, white plays °3 at D-5 
and vice-versa. That is, white has a 


threat to escape either to ‘the right 
or left and the reader should confirm 
that he does succeed in breaking out 
of his prison when the play reaches 
"a Le 


Fe NY WwW Bh MN A ay CO ~O 


Diagram 2-B. The player who does 
not know the trick with °1 shown in 
the preceding diagram might struggle 
blindly as shown here, but when the 
play reaches °18 he would find himself 
ina trap. The capture of the oppon- 
ent's stone only closes one of his own 
eyes, and so white would just be mas- 
sacred. 

16 
a 
| 
Dee 
% + 
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WELL KNOWN FACES 


at the N. J. GO TOURNAMENT 


PRINCETON : MARCH 26, 1960 


Dr. Robert Ryder recently elected as 
secretary of The American Go Assoc. 


and holder of a 2nd Degree diploma 
from Nippon Kiin. 


Dr. Harry Gonshor, Rutgers University 
mathematics professor, who was recent- 
ly awarded the shodan degree. 


Dr, Ralph Fox of Princeton, winner 
of the open tournament, and New Jersey 


Go champion. 
SDSS SSS SSS SSL LLP LLSLLLLLLLLLS SSSA ADA ALLA LAAAAA, AAA A 


Mr. H. Ishizuka, New York San Dan vs. 
Miss Deborah Osborne a New York end 


Kyu player. 


anne Set Pew 


tits. 


